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Applesoft, 48K, DOS 3.3 


1F034.AP2 


Worried that your computer might be attempti 
Well, what's a little coercion among friends? 


ig resident of The lsland you are expected 


© something we want. ..information, 


You may visit our Switch Yard 
but don't expect to hop a train Transportation of the ordinary 


1F034-AP2 
(Applesoft; 48K, DOS 3.8) 
1F034-ABDB00 (Atari Version) 
1F034-PCO (IBM PC Version) 





Sort Is conveniently lacking on The Island 


And for the decidedly curious, we offer ample helpings of 
delusion and paradox. Enough to bewilder the most avid 


gaming aficionado. 


Should your experiences prove a bit unnerving, the Hospital's 
facilities have been expertly crafted to render even the most 
willful vacationer cheery and compliant 


Please try to maintain the Proper perspective. A pleasant 
adventure can so easily lead to obsession. 


Be Seeing You, 


Inside this box you will find a floppy magnetic 


key and some notes jotted by one of our veteran rn 


idents 
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Now that you have purchased your INTERACTIVE FANT ACT you ay wee ete 
leases. If so, fill ou 
10g and information about updates and new rel 
aa the mail. (The information which you supply will help us in our market research.) 


NAME VERSION @ (displayed when you Boot your disk) 
PRODUCT 


A.) oee————————— 


YOUR NAME 


ap, a a 


STREET ADDRESS 


SS — 


car STATE 


PHONE # 
How did you hear about this product? © 


d-user? YesO NoO " 3 
Sela ono 18-250 26-35 O 36-450 46-550 55-0 
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All Rights Reserved. Any reproduction of the program diskette o this printed documentation 
strictly forbidden, without the expressed written consent of Edu-Ware Services, Ine. 
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NoO 
26-35 O 


YesO 


this product? 
18-25 0 


How did you hear about 
Are you the end-user? 
Your Age? -170 
Comments? 
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PRISONER 2 Interactive Fantasies 


A HISTORICAL PERSPECTIVE 


The 1960s was a time of widespread social protest, covert 
and brutal suppression of human rights. Phones were 
private records were seized and examined. A cold war wa 
home and abroad, but it did not escape the rising social 
American citizens, particularly the intellectuals and the 
order of the day, and those in power found a full time 
disobedience. 


government activities 
illegally tapped, and 
s being fought both at 
consciousness of many 
young. Protest was the 
job in controlling ciyj] 


It was in this climate that The Island was originally created. It’s purpose then 
was to silence dissenters and to perpetuate authoritarian rule. Leaders of various 
social movements and government operatives who learned too much of their 
employer’s plans both unwillingly found themselves a new home on The Island — 
until such time as they were absorbed back into the system or died. But, from the 
perspective of the rest of the world, they had vanished without a trace 
presumably the victims of foreign or illegal organizations. y 


Towards the end of the decade came the first expose of The Island. It was 
presented in the form of a television adventure series so that its producers could 
circumvent the problem of censorship. It’s focus was asa psychological study and 
a political statement concerning the problem of keeping one’s individuality and 
personal freedom in a technological society. While it did gain a cult audience, its 
messages did not receive the recognition that they deserved. 


So, the influence of The Island spread unchecked in the seventies. The “me” 
generation proved to be the perfect target not only for The Island’s sinister 
activities, but also for one of the most powerful weapons of mass enslavement 
ever created: the computer. Ever increasing meddling by computer networks, 
data bases, and information peddlers in our daily lives forced us close to the verge 
of becoming mere numbers within the memory banks of hundreds of machines 
across the country. More and more information about us became accessible to 
anyone who had a link into the proper data base. With the flip of a switch, 
instantly our reputations could be tarnished and our influence destroyed. Lives 
became statistics, and statistics could be altered. 


In short, the computer was turning society into a vast collective prison. 


My first version of The Prisoner was written with these issues in mind. It 
therefore seemed appropriate to give my report on The Island in the form of a 
computer simulation. It intended to demonstrate, by example, how the 
computerized arm of The Island could infiltrate every institution to which we 
belong and grab us by our throats. 


A more disturbing turn of events took place in the eighties, however. Instead of 
the public becoming cautious of computerization, they took the devices into their 
very homes. For hours at a time, people would sit blank-faced in front of 
television sets playing uninspired clones of Asteroids, Space Invaders, and Pac- 


Interactive Fantasies PRISONER 2 


Man. An entire civilization was willing to waste their precious lives playing 
mindless games, relentlessly pursuing nursery school melodies, high scores, and 


pointless goals. 


In response to this development, I wrote Prisoner 2. This latest presentation of 
The Island seeks to expose the most recent ploy by The Caretaker and his 
accomplices to rob us of our collective minds. All the alluring colors, hypnotic 
melodies, and other trappings of computer games are recreated in their 
seductive sweetness. Yet the elements of mind control behind it all remain clear. 
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